The judges for Game Chef 2014 were Lillian Cohen-Moore, Jonathan Walton, Feiya Cook, and Avery Mcdaldno. This is the feedback they have for The Three & the Wheel. Each entry received (anonymized) feedback from 2-4 of the judges.

Positive Feedback
-----------------
Succint and direct! This game knows what it’s about and doesn’t mess around. 3 characters + 3 rules and it’s done! The character concepts are fun and evocative.

Concise and exciting! I can imagine these printed words printed on tarot cards with Rackham-esque background illustrations.

Critical Feedback
-----------------
Some examples of gameplay and suggestions for “In order to take my place” would be helpful. Not sure what each character’s “agenda” should be? Conflict resolution feels a little sided with the third person being the decider, I’d like to see some different ways of resolving conflict depending on the Spirit.

Initially confused about whether each player held a copy of each card.

My experience with other games in the “bunch of vaguely connected scenes/stories told collaboratively” sub-genre leads me to suggest that having “when players disagree about what happens” be the trigger for resolution is potentially fraught with peril. A very collaborative group may not find much to disagree about while a more contentious group may feel like they have to have a scene about every little thing. I would suggest finding a different trigger for resolution. This could be as simple as “when the three aren’t sure how something will turn out,” though it might be better as “when the outcome of an event matters strongly to one of the three” or even something thematic, like, “when humankind is not content to live as they have previously” (or whatever theme you think is most important to the game).